I. Introduction
Multimedia is a combination of text, graphics, audio, motion pictures (animations and videos) that can make the user attractive. With these advantages, making multimedia is used in the learning process. Through multimedia, users / learners do not only involve existing sensory abilities and have the power of attraction alone, but can also provide good stimulants in responding to comprehensively taught knowledge. This is reinforced by Sri Anitah (2009: 61) in a book called Media learning said that: multimedia systems may consist of a combination of traditional media that is connected to a computer to present text, graphics, images, sound, and video. Multimedia involves more than just integrating these forms into a structured program, which consists of elements complementing one another.
Kemuhammadiyahan as one of the subjects in the Mu'allimin Muhammadiyah Yogyakarta Madrasah, these subjects have an important role to play in relation to the vision and mission of the Madrasah, which declared itself to be a prospective school cadre of the Muhammadiyah community organizations in Indonesia. However, in the field, the Kemuhammadiyahan learning process still seems tedious, passive and boring. This is clearly seen with no use of media and variations in methods in learning and learning models that are still teacher-centered (teacher centered). The teaching material book is the only learning guide for students in learning. For this reason, in this study, researchers wanted to develop computer-assisted learning media, which was later termed as multimedia learning kemuhammadiyahan.
The development of multimedia learning in Kemuhammadiyahan subjects, is one of the efforts made in improving the quality of learning processes and results. With this multimedia learning, it is expected to be able to overcome the problems at hand. Like the monotony of the learning process, the learning model is still teacher-centered, students who are passive in learning, lack of variations in learning and saturation when learning takes place.
Multimedia learning is designed using development principles that pay attention to various aspects that affect the success of learning. In hopes of making students motivated in can learn a science based on the interests, talents, pleasure, knowledge, and emotions of students. This is what makes multimedia superior to other media.
Multimedia products can be multimedia software or distance learning devices. Because multimedia can replace the role of educators. In other words, without the presence of educators, students can still learn. J.D., Flecter, (2007) provides opinions on distance learning as a form of learning that can distribute messages from educators to students without having to face to face. This makes learning not limited to place and time.
Development research conducted aims to produce multimedia software. Multimedia learning software that is produced is expected in the process of its use can have accuracy with the purpose of learning, can be operated easily, educators have the skills to use it, and according to the level of ability of students. Through the use of multimedia in learning learning can improve the quality of the process and learning outcomes.
Classification of Learning Media
According to Rudi and Cepi (2008: 13-22) there are many variations in the classification of learning media which are grouped into seven groups, namely: First Group; (a) Graphic Media, is a visual media that presents facts, ideas and ideas through the presentation of words, sentences, numbers, and symbols / images. Graphics are usually used to attract attention, clarify the presentation of ideas, and illustrate facts so that they are interesting and easy to remember. Including graphic media are graphics, diagrams, charts, sketches, posters, flannel boards, and bulletin boards. (b) Print Material Media, is the visual media that makes it through the process of printing / printing or offset. This media presents its message through letters and images illustrated to clarify the message or information presented. This form of media is like; textbooks, modules and programmed teaching materials. (c) Silent Image Media, is visual media in the form of images produced through photography. This type of media is a photo. Second group; Silent projection media, are projected visual media or media that project messages, where the projection results do not move. These types of media include; OHP / OHT, Opaque projector, slides, and filmstrip. Third group; Audio media, is the media whose delivery of messages can only be received by the sense of hearing. This message or information is poured into auditive in the form of words, music, and sound effects. Fourth group; Silent audio-visual media, are media whose delivery of messages can be received by the sense of hearing and sight, but the resulting image is a still image or a little element of motion. These types of media include sound slide media, sound strip films, and sound pages.
Fifth group; Films, often referred to as motion pictures, are series of still images (still pictures) that slide quickly and projected to give the impression of life and movement. In the film presents audiovisual and moving messages. Therefore, the film gives an impressive message to the audience. Sixth group; Television, this media is the same as a film that displays audiovisual messages and moves. What distinguishes this media from its open type factor (open boardcast television), limited (cole circuit televirion / CCTV) and video-cassete recorder (VCR).
Seventh group; Multimedia, is a delivery system that uses various types of learning materials consisting of printed, audio and audiovisual materials. This type of media is object media and interactive. According to Heinich, Molenda, Russel, Smaldino (1996: 8) states that there are several media that can be used in learning activities:
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Use of Macromedia Flash in Learning Multimedia Development
In this study, multimedia products were developed using flash programs. The Macromedia Flash program is a multimedia graphics program and animation that can be used to create interactive web applications. Kok Yung, (2006: vii) revealed that Flash is one of the most popular animation programs nowadays, because something related to two-dimensional animation can be done easily on this program, with flash, people can make images as if live and more real. Romi Satriawahono (2006) revealed some of the benefits of macromedia flash, including:
a. Animation, applications from Macromedia Flash can add animated elements properly b. Games, Many games are made using Macromedia Flash. c. User interface, most web site designers use macromedia flash as a user interface. d. Flexible message area, here is an area on a web page that is designed to display the information needed that allows changes in time e. Rich internet applications, covering a broad spectrum that provides a user interface to display and control the manipulation of data delivery from the internet.
III. Discussion
This learning multimedia development research was conducted at Muhammadiyah Mu'allimin Madrasa, which is located at Letjend Street. S. Parman no. 68 Yogyakarta. The flagship Madrasah managed directly by the head of the Muhammadiyah persyarikatan center, established since 1920, carries the slogan as a Muhammadiyah cadre school, has experienced a ups and downs of long history travel from time to time.
Madrasa Mu'allimin of Muhammadiyah Yogyakarta is located right in the middle between Sindurejan Village, Patangpuluhan Village and Ketanggungan Village in Yogyakarta City. In general these Madrasas have been adequate with various facilities and advantages. The Madrasa area also looks beautiful with a variety of trees which makes the learning atmosphere more enjoyable. The Madrasah now stands on 2.5 ha of land in ten locations adjacent to each other with 19 permanent buildings, in the form of educational buildings and other supporting buildings which consist of: 4 (four) new buildings, mosques, libraries with a total collection of 35,528 copies, 26 classrooms, 10 student dormitory units with a capacity of 1,200 students, complete with various laboratories; from the Mathematics, Physics, Chemistry, Biology, Computer and Language, and Electronic Skills laboratories, meeting halls, general and dental polyclinics, boarding houses for directors and boarders, dormitory kitchens and madrasah cooperatives (www.muallimin.org).
Mu'allimin Madrasah of Muhammadiyah has a total of 98 educators at the level of secondary / junior high and high school level. 65% of educators are between 20-40 years old, and 35% are over 40 years old. In general, the mastery of information technology among Madrasah Mu'allimin of Muhammadiyah educators does not experience significant obstacles, moreover this Madrasah location is right in the middle of a city that holds as an education city in Indonesia. In other words, access and information is not new for educators, especially with a relatively young age who are very familiar with the development of information technology.
From the results of interviews and observations of researchers at Kaur. Teaching Madrasas, in the words of only 7 teachers who are not familiar with information technology, including the use of aplicable computers and tools, as well as technology-based learning media. The observations prove that Mu'allimin Madrasas of Muhammadiyah have a variety of quality improvement programs for their teaching staff, among these programs there are activities in the form of basic and secondary computer training for educators and education personnel who aim to be able to keep up with the rapid development of technology and information. There are also powerpoint training, adobe reader and macromedia flash for educators who aim to enable Madrasah educators to develop media through these programs. As well as computer-based learning administration training for homeroom teachers who demand homerooms to make computer-based education administration. In another program, there is also a periodic 6-month English language course training, especially for teaching staff who teach in multilingual classes of Mu'allimin Muhammadiyah Madrasas. This shows that the management support of Madrasah Mu'allimin of Muhammadiyah is very good in improving the quality of educators and education personnel, especially in the fields of technology and information. This activity spurs academics in an effort to qualify for superior Madrasas that can compete not just periodically nationally but also at the international level. This is also balanced with a variety of very complete facilities, both in several classrooms in the form of flat screen LCDs and TVs as well as computer laboratories, language laboratories, mathematical laboratories, physics laboratories, chemical laboratories, biological laboratories, electronic laboratories and skills laboratories. In fact, in 2010 the Social Sciences and Religion laboratory was started, which can improve the quality of students in their scientific fields.
At the stage of development of multimedia learning Kemuhammadiyahan begins with planning products to be developed. In this research on the development of Kemuhammadiyahan's multimedia learning, due to the limitations of the researchers' ability to develop multimedia with the main program Macromedia Flash 8, the researchers collaborated with an animation expert named Fathul Muin, who was still studying at the Faculty of Fine Arts. Indonesia Yogyakarta.
Early planning of product specifications to be developed does not change significantly. As stated in chapter III above, the expected product specifications are as follows: a. Multimedia learning developed was packaged in the form of compact disks (CDs) using professional macromedia flash 8 as the main software and other programs needed as supporters. And can be stored on a computer hard disk and flashdisk. b. The use of multimedia learning allows students to learn more easily because they are filled with color, music, film, and animation. And includes competency standards, basic competencies, and indicators. Products can be used flexibly according to the wishes of students and equipped with learning exercises / evaluations. c. Multimedia learning uses text, images, movies, animations, color combinations, and background music as needed, so that it can facilitate understanding, attention, and fun. d. Multimedia learning can be used for independent individuals, as well as classics according to the availability of a number of computers. Or it can also be used with the help of a liquid crystal display (LCD) projector. e. This compact disk (CD) learning product operation requires a computer that has software and hardware specifications as follows: 1) an Intel Pentium III processor 450 megahertz, 2) a minimum of 10 gigabytes of hard drive, 3) compact disk read only memory (CD-ROM) 52X speed drive, 4) 128-megabyte random access memory (RAM), 5) 32 megabyte video graphics array (VGA), 6) monitor resolution of 1024 x 768 pixels with 32 bit color depth, 7) active speakers, and 8) Microsoft Windows 98, Windows XP or Windows Vista Home Premium operating systems. After going through a series of development trips, learning multimedia products underwent changes due to technical problems and suggestions from animation experts. The change was seen in the addition of the Swish Max program, and Cool Edit Pro 2.1. As well as not included competency standards, basic competencies, and indicators according to the advice of media experts, but still replaced with more general terms of learning objectives. The same thing was also conveyed by the material expert, who said the standards of competency, basic competency, and indicators were not relevant to the students. Because instructional language is too rigid and boring for students. For this reason, he gave suggestions to be replaced with learning objectives so students know the goals and expectations of learning outcomes after using multimedia learning that has been developed. Through these two suggestions, the researcher gives a learning goal item that explains the expectations of learning outcomes after using multimedia that has been developed. To maintain the interactivity of the media and increase student motivation in learning.
The following product specifications are the results of the development of multimedia learning that has been developed: a. Multimedia learning developed was packaged in the form of compact disks (CDs) using professional macromedia flash 8 as the main software and supporting programs in the form of Swish Max, Cool Edit Pro 2.1, Corel Draw 12 Graphic Suite, and Microsoft Office Word. And can be stored on a computer hard disk and flashdisk because the multimedia capacity that has been developed is relatively small at 4.05 Megabytes. b. Multimedia that has been developed has been equipped with colors that attract attractiveness, music that inspires the condition of students to be more energetic, films as an additional reference and entertainment, as well as interesting animations / images that make learning conditions easier and more comfortable. This product can be used flexibly according to the wishes of students and equipped with learning evaluation in the final stages of learning.
c. Multimedia learning can be used for individuals independently, as well as classically according to the availability of a number of computers. Or it can also be used with the help of a liquid crystal display (LCD) projector. d. In order to smooth the operation of the learning multimedia that has been developed this requires a computer that has software and hard specifications as a minimum as follows: 1) Intel Pentium III processor 450 megahertz, 2) A minimum hard drive of 10 gigabytes, 3) Compact disk read only memory (CD-ROM) 52X speed drive, 4) Random access memory (RAM) of 128 megabytes, 5) Video graphics array (VGA) 32 megabytes, 6) Monitor resolution of 1024 x 768 pixels with 32 bit color depth, 7) Active speakers, and 8) Microsoft Windows 98, Windows XP or Windows Vista Home Premium operating systems. Furthermore, changing the product that the researcher develops is by changing the font of the letter from Arial planned, to Comic Sans MS. This change is deemed necessary to provide students with comfort in reading and not make an official impression, too serious, and monotonous. Because comic font characters are more familiar with the characteristics of children aged 12-15 years. While in the selection of colors, researchers took brighter colors with a brownish background that had been arranged at a slightly dim light level that depicted the past, this is in accordance with the contents of the material about the history of Muhammadiyah. This color choice was changed from the initial planning which was designed using yellow, green, red, and green background colors as the basic colors in Muhammadiyah. The next change is the addition of the multimedia learning menu, in the initial planning researchers did not use the film / video menu as one of the additional reference facilities. The menu of this film was raised because it followed the advice of material experts who argued that the need for additional references for students in Muhammadiyah's historical material. And also an entertainment that has educational value for students.
IV. Conclusion
The learning process of Kemuhammadiyahan subjects has been going in one direction by frequently using the lecture method, still rarely using the media, and never using multimedia learning. This process experiences saturation and decrease in interest and student learning motivation. Development of multimedia learning in Kemuhammadiyahan subjects is done by developing several aspects, namely: (a) Text Aspect; (b) Color Aspects; (c) Animation and Image Aspects; (d) Material Aspects; (e) Sound Aspects; (f) Interactive aspects. By using multimedia learning on kemuhammadiyahan class I subjects at the Madrasah Mu'allimin of Muhammadiyah, it is effective in improving the learning process and results.
